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Example screens and visual material from the digital simulation game Unterricht mit Fairdinand. © Padagogische
Hochschule FHNW; Koboldgames GmbH. All rights reserved for the creators.

Introduction

In Unterricht mit Fairdinand (see Figure), players take on the role of a teacher. They are asked
to assess various characteristics of students in the classroom based on short profiles—for ex-
ample, their performance in mathematics and German, their acceptance within the class, and
their problem behaviour. Based on a mathematical model, players receive feedback on their
assessments. This feedback shows how their judgments affect students and whether they have
overestimated or underestimated them.

Research shows that teachers’ and parents’ expectations and attributions of success can influ-
ence students’ academic performance. This simulation game uses fictional case stories from
everyday school life to illustrate these findings. It aims to raise awareness of unfair assessments
in classroom practice. The game is aimed at teachers, school leaders, teacher education stu-
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dents, social pedagogues, school social workers, school authorities, university lecturers, and
interested parents and adolescents.

The game was developed by the University of Teacher Education FHNW in collaboration with
Koboldgames GmbH and funded by the Swiss National Science Foundation.

Facts

Release date: 1 April 2025

Developer: Padagogische Hochschule FHNW, Koboldgames GmbH

Game type: Digital

Number of players: Single player

Format: Hybrid

Time frame: Workshops last at least 60 minutes; optimal duration is 90-120 minutes

Languages: German

Environment: Browser-based online game; computer, notebook, or tablet; game is em-
bedded in workshops for 3-30 participants

Material: Additional materials available at www.thnw.ch/ph/fairdinand. The game
can be accessed via this website.

Price: The game is free. It is currently password-protected to prevent profession-

ally inappropriate gameplay. The password can be provided on request to
individuals with the required professional background.

Resonance & Criticism

The game addresses issues of fair assessment and equal opportunities in schools, which are
currently the subject of intense debate. It combines the latest teaching research with applica-
tions in the school environment, thereby raising awareness of equal opportunities. It demon-
strates a highly innovative approach to communicating research findings to the school commu-
nity. Feedback highlights the novel and inspiring game concept and the appealing design. Online
access is easy. The idea of experiencing the consequences of one’s own expectations and at-
tributions, and of testing their connections and effects playfully, is praised. A short introduction
is recommended to make complex concepts and mechanics understandable.

Game Principle & Process

In Unterricht mit Fairdinand, players assume the role of Fairdinand, a teacher who teaches a
class over two semesters. The fictional class consists of four eighth-grade students (approxi-
mately 14 years old), whose stories are presented over two semesters. The students differ in
gender, socio-economic status, migration background, academic performance, behaviour, and
leisure activities. The objective of the game is to improve students’ performance in German and
mathematics.

Players are repeatedly asked to assess various student characteristics: How does the teacher
assess the student’s performance? How might parents evaluate it? How does the student assess
themselves? How popular is the student within the class? How problematic is the student’s
behaviour? These assessments significantly influence students’ academic outcomes.
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Game segments also change depending on the personal relationship the teacher develops with
individual students. For example, it is easier to talk about personal problems and mistakes with
a student with whom the teacher has a positive relationship. After each assessment, players
receive feedback on student performance and other characteristics, as well as on the accuracy
of their judgments. These calculations are based on a research-informed theoretical model op-
erationalised through mathematical equations.

Optionally, two additional students are included for whom no narrative background is provided;
assessments are made solely based on profile information. This allows interested players to
experiment with the model and better understand and apply it.

Learning Objectives & Educational Fields of Application

The theoretical model underlying the game draws on educational theories and research on ex-
pectation effects (Rosenthal & Jacobson, 1974) and attribution effects (Weiner, 1985). Studies
show that teachers’ and parents’ expectations in German and mathematics, as well as internal
attributions of success, are influenced—after controlling for achievement—by students’ gen-
der, socio-economic status, and migration background (Neuenschwander & Niederbacher,
2021). The game makes these theories and findings tangible and applies them to classroom
practice.

The learning objective of the game is to deepen understanding of these theories and their ap-
plication in teaching, thereby increasing diagnostic self-efficacy. Feedback on players’ assess-
ments helps them apply theory to concrete situations, identify over- and underestimations, and
become more sensitive to unfair judgments and educational inequality (Neuenschwander et al.,
2021).

The simulation game is typically embedded in workshops. Before gameplay, facilitators should
introduce the underlying theory. During gameplay, they should answer questions and moderate
plenary discussions about players’ experiences. After the game, facilitators support the transfer
of new insights to assessment situations in participants’ own professional contexts (e.g., class-
room teaching). One facilitator can simultaneously accompany groups of approximately 25-30
participants.

Effectiveness

Because the game is very new, no impact study has yet been conducted; one is planned. Feed-
back on players” assessments motivates experimentation and improvement, as participants en-
gage more deeply with the underlying theory and its mechanics.

The game offers several variants with differing cognitive demands: (a) experimental exploration
of assessment effects for students without narratives; (b) immersion in student stories con-
structed according to the theoretical model, which is particularly accessible for students and
parents without extensive theoretical knowledge; (c) exploration of supplementary theoretical
materials on the website and application to concrete cases; and (d) workshop discussions that
deepen understanding and support transfer to professional practice.
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Potentially Problematic Aspects

The simulation addresses stereotypical prejudices and assessment biases based on structural
characteristics, which may be emotionally challenging. Stories include narratives of students
with migration backgrounds and Black students, which may be emotionally moving.

Gender-sensitive language is used throughout. Players can choose Mr., Ms., or no title and se-
lect avatars that are depicted as typically male, typically female, or without gender signals. This
supports gender-sensitive discussion. The game was reviewed by the research ethics committee
of the University of Teacher Education FHNW (Switzerland) and found to be ethically sound.

Reviewers: Michael Louis Eulenstein, Johannes Katsarov
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